[5e] Druid: Circle of Plagues 


An ankheg erupts from the earth, spewing acid and pulling the caravan wagon into the ground. A 
giant scorpion scuttles into view, poison dripping from its stinger. An otyugh pulls peasants into 
he sewers, infecting them with its filthy fangs. Disease and vermin intertwine, with many 
afflictions carried by miniscule creatures that thrive in filth. Although illness weakens creatures, it 
culls the feeble and ensures the survival of the fittest. Druids who ascribe to this philosophy may 
learn to master poison and disease, gaining along the way a close connection with the vermin 
who spread them. Though often shunned, these druids are fierce defenders of nature and serve 
las reminders that all creatures have a right to exist. Powerful druids who follow the Circle of 
Plagues often become known as “vermin lords” in wider society. 


Vermin Shape: When you choose this circle, you lose the ability to Wild Shape into animal forms. 
Instead, you may use a bonus action to assume the form of a verminous creature (such as a 
giant scorpion, centipede, or wasp) you have seen before. This ability is in all other ways identical 
o the Wild Shape class feature, including its limitations. 


Poison Spray: At 2nd level, you gain Poison Spray as a bonus druid cantrip. You may choose a 
different druid cantrip if you already possess Poison Spray. 


Poisonous Touch: Starting a 2nd level, when you hit with an unarmed strike or a natural attack 
you can expend one druid spell slot to deal poison damage to the target in addition to the 
attack’s base damage. The extra damage is 2d8 for a 1st-level spell slot, plus 1d8 for each spell 
level higher than 1st, toa maximum of 5d8. This ability may be used during Wild Shape. 


Circle Spells: Your connection with vermin grants you additional spells. At 3rd, 5th, 7th, and 9th 
level you gain circle spells that are always prepared and do not count against the number of 
spells you can prepare each day. These spells are considered druid spells for you. 


3rd — spider climb, web 

5th — conjure animals (vermin only), stinking cloud 
7th — blight, giant insect 

9th — insect plague, contagion 


Incubation: At 6th level, whenever you succeed on a saving throw against a disease, you may 
choose to incubate the pestilence within your body. While the disease is within you, you may 
choose to expend the disease on any successful unarmed strike or natural attack roll, forcing the 
affected creature to make a saving throw against that disease against your druid spell save DC. 
After using Incubation to deliver a disease, you must wait until after a long rest to use the ability 
again. 


Master of Plagues: At 10th level, you become immune to swarm damage inflicted by Tiny or 
smaller creatures and all diseases and poisons. You must still make a successful saving throw 
against a disease if you wish to use your Incubation ability, but you do not suffer any penalties for 
failing. 


Verminous Affinity: At 14th level, you may freely channel abilities borrowed from vermin. Choose 
wo of the following spells to cast at will (self only): jump, spider climb, beast sense, longstrider, 


or darkvision. 


